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Welcome to the Pit! 


The underground headquarters of the G.I. Joes 
is your new home. That's because you are about 
to become the newest member of the G.I. Joe Team. 

Your Code Name: Wiseguy. 

Your major talent: To think fast and make wise 
decisions under pressure. 

Your assignment: Strategy Specialist. 

Aspecial G.I. Joe squad is about to go into action. 
The mission will not be an easy one. As Strategy 
Specialist, it will be up to you to make sure it is a 
successful one! 

Read the directions at the bottom of each page. 
Then make your decision about what to do next. 

If you make the right decisions, the team will 
score a triumph over the evil forces of COBRA and 
you will be recognized as a hero. If you make the 
wrong choices, you'll wish you never joined the 
team! 

Good luck, soldier. Begin your mission on 
page l. 


“Can’t you move any faster, Rip Cord? What's 
your problem—did ya jump outta too many air- 
planes without a parachute?” Blowtorch gives Rip 
Cord a playful shove as you follow a group of 
Joes through the armored corridor. 

“Where's the fire, Blowtorch?” Rip Cord re- 
plies, shoving him back. The other G.I. Joes 
laugh. You're walking through the second level 
of the Pit, toward the briefing room. 

It’s 0600 hours on Sunday morning. You can 
understand why your fellow G.I. Joes are a bit 
edgy. Why has Duke, your sergeant, called a 
briefing session at this hour? It must be impor- 
tant. 

You enter the low-ceilinged room and take 
your places around the long table. There are 
seven of you waiting in silence for Duke to enter. 

“Hey—I smell smoke!” Mutt cries, jumping 
up from his seat. “What’s burning in here?” 


“Smells like burning rubber...” Airtight says 
with a peculiar grin on his face. 

“It’s my boot!” Mutt cries. He begins stamp- 
ing his foot, trying to put out the fire. “Airtight, 
you idiot! This is no time for your stupid practical 
jokes!” 

Airtight falls off his chair laughing. The 
other G.I. Joes are laughing too—mainly be- 
cause it didn’t happen to them. Blowtorch doesn’t 
laugh. Fire is not a joking matter to him. Mutt 
angrily leaps at Airtight, but Snake-Eyes pulls 
him back with a simple flick of the wrist. 

“You shouldn't play jokes on Mutt,” you tell 
Airtight, who is still laughing. “Mutt spends so 
much time with dogs, he’s likely to bite your leg!” 

“You're right. He gave his own mother ra- 
bies!” Airtight shoots back. 

Everyone laughs, even Spirit, who usually 
disapproves of rowdiness. But the laughter stops 
immediately when Duke enters the briefing room. 

“Time to get serious, guys,” he says, rubbing 
a hand slowly through his short blond hair. “I’ve 
got a small job for you.” 


What is the mission? Turn to page 20. 


“It’s not Dr. FE! One of the COBRA agents 
Bas grabbed the sling!” you yell. “He’s pulling 
himself up out of the water!” 

“Hey—doesn’t he know the army’s got a rule 
about hitchhikers?” Rip Cord asks. “What d’you 
want me to do, Wiseguy?” 

You can either drop your skycopter lower 
so that the COBRA agent plunges back into the 
weter—or you can fly higher and try to blast the 
metruder with your machine pistol. 

Decide quickly. Dr. FitzSimmons is starting 
to weaken in the water down there. 


Drop your copter lower? Turn to page 24. Ses 
Fly higher and try to blast the COBRA agent? 
Turn to page 34. 
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WISEGUY: FOR YOUR EYES ONLY 


OPERATION STAR RAIDER: TWO 
STRATEGIES 


PLAN A: “In Full View” 


Object: To throw COBRA off the track by doing 
what they'd least expect. 

Background: FitzSimmons’ plane will land at 
Kennedy Airport in New York. He will then be 
taken to Washington. FitzSimmons will arrive on 
Parade Day in New York City. A giant parade in 
honor of all the other parades that are held in 
the city is scheduled. 

Strategy: Don’t try to hide Dr. FitzSimmons. Have 
him ride in the parade up Fifth Avenue with the 
mayor—in full view of everyone. At the end of 
the parade route the mayor gets out; the car 
continues on, accompanied by the Joe Team, to 
the meeting place in Washington. 

Rationale: COBRA will be totally surprised. Also, 
it would be next to impossible for COBRA to 
kidnap FitzSimmons from an official limo in the 
middle of a crowded parade. 


PLAN B: “Mountain Retreat” 


(Sect: To get Dr. FitzSimmons to the most hid- 

Sen. secluded place possible. 

Sacktground: Snake-Eyes owns a small cabin in the 
sgh Sierras, where he goes to escape from the 

orid with his pet wolf. It is secret and secluded. 

Aed as far as is known, COBRA is unaware of 


z 


Seeegy Take FitzSimmons directly from the 
se to this hidden cabin in the mountains. Have 
tee Defense Department officials meet with him 
there and see his plans. Then fly him back to 
Australia. 

Samemale: He can be gotten in and out of the 
gentry without COBRA ever knowing where he 
ss. Also, the mountain cabin should be easy to 
defend against attack if COBRA should happen 


> locate FinxzSimmons. 


The choice is yours. Which strategy will ions adopt? ; 
Plan A? Turn to page 54. 
Plan B? Turn to page 62. 
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“I’m getting a radio message from our other 
skycopter,” Rip Cord tells you. “Come in. Can 
you tell us your exact location?” He listens for a 
few seconds, then turns to you. “They've landed 
safely on the forest side. They're waiting for in- 
structions before they proceed against the for- 
tress.” 

“Okay. Glad they made it,” you say. “Bring 
her down on the forest side, Rip Cord.” 

“The trees are awfully thick down there, 
Wiseguy. It’s real risky. Maybe I should land on 
the bare spot on the edge of the cliff.” 

You must quickly decide where to bring 
down the chopper. In the trees, out of view of 
the fortress? Or on the cliff edge where there is 
a clear area to land? 


In the trees? Turn to page 18. 
On the edge? Turn to page 26. 
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“We don’t have time to dance around!” you 
cry. “We're goin’ in and pulling the doctor outta 
there—now!” 

You take a running start—and you're air- 
borne. The wind is fierce, but you're able to con- 
trol the glider. The currents carry you quickly 
down to the COBRA side of the cliff. You toss a 
grenade as you swoop over the COBRAS and 
yell, “Blast °em with everything we've got, men!” 

BARRRROOOOOM! 

Several of your grenades explode at once. 
The COBRAS are sitting ducks as you swoop 
down from the sky. Now you begin firing your 
machine pistols. One COBRA hits the dirt, then 
another. 

They retreat to the safety of the fortress as 
you land and toss aside your hang gliders. The 
wolves run off into the woods. Spirit runs over 
to untie Dr. FitzSimmons, who is unharmed. 

“Come on—into the fortress!” you yell. 
“Lets wrap this up by wrapping up COBRA 
Commander!” 

What will you face inside the fortress? 


Turn to page 29. 


“This is Wiseguy. Red Alert 10, Red Alert 
10,” you call into the radio. “Were at Location 
D-1. Situation critical. Over.” 

The reply from the Pit is immediate: “We 
read you, Wiseguy. Skystrikers will be on their 
way in seconds. Hold on there, buddy. Give us a 
couple of hours. Over.” 

You turn to Dr. FitzSimmons and the G.I. 
Joes, who are preparing the cabin for battle. 
“We've got to hold them off for a couple of hours,” 
you tell them. 

They all look at you, unable to hide their 
grim expressions. “Will it be COBRA or Destro’s 
hired guns who get to us first?” Spirit wonders 
aloud. 

You don’t have to wait long to find out. One 
wall of the cabin explodes in flame. Rifle shots 
ring out. The fight has begun—and you have 
already been forced to retreat. 

“Out! Out of the cabin!” you cry as the flames 
begin to spread. 

“We—we'll never make it!” Dr. 
Simmons cries, his face filled with panic. 
Is he right? 


Fitz- 


__ Major Bludd runs over to take you back as 
prisoners. Blowtorch lands a punch that sends 
Bludd sprawling backward into COBRA Com- 
mander. The COBRA leader’s pistol goes off, 
blasting a hole in the low ceiling. 

_ “Fun time is over!” a voice from behind you 
cries. You immediately recognize Roadblock, 
Rock ’n’ Roll, and Gung-Ho. The backup G.I. 
Joe Team has arrived!! 

Their M-16s fill the room with deadly 
weapon fire. 


Turn to page 69. 


Airtight doesn’t wait for a reply. As fool- 
hardy as ever, he rushes into the fortress. He is 
met by a barrage of rifle fire. He cries out, then 
falls, still firing his pistol. 

Snake-Eyes has untied Dr. FitzSimmons. He 
turns toward the fortress and sees a squad of 
COBRAS burst out, stepping over the fallen 
Airtight. They are firing automatic rifles. 

The COBRA weapons are accurate—and 
deadly. 

Snake-Eyes and Dr. FitzSimmons don’t stand 
a chance—and neither do you and the rest of 
the Joe Team. Your adventure ends in a blaze of 
rifle fire, in cries of agony and defeat, in a flash 
of blinding scarlet, in an all-encompassing 
darkness. ... 


THE END 


Your eyes on the overpass ahead, you signal 
Rip Cord on your helmet radio. A few seconds 
later he calls down his report: “No sweat, Wise- 
guy. Just a bunch of engineers with surveying 
equipment. Out.” 

You breathe a sigh of relief as the motorcade 
speeds under the overpass. The rest of the trip 
to the city is uneventful. 

Soon after, you are introducing Dr. Fitz- 
Simmons and Franz to the mayor of New York. 
Thousands of people line the sidewalks as the 
Parade Day parade begins. A marching band 
starts up a Sousa march as you help the scientist 
into the back of the limo next to the grinning 
mayor. “Just wave to the crowd and enjoy the 
parade,” you tell Dr. F “We'll be with you all the 
way.” 

The driver pulls the limo behind a gigantic 
flowered float that depicts the Statue of Liberty 
standing on top of the Empire State Building. 
You and the G.I. Joe Team follow on your turbo- 
cycles. 

“This is a piece.of cake,” Blowtorch yells to 
you about halfway through the parade route. The 
crowd cheers and boos as the mayor’s car slowly 
goes by. 

You are about to agree with your teammate 
when suddenly everything starts to go wrong.... 


You decide that warning Destro will not help 
you rescue Dr. FitzSimmons and escape. So you 
remain silent as Major Bludd walks over to Destro, 
who is still kneeling. 

COBRA Commander watches in silence 
from across the room as his henchman prepares 
to kill Destro. Major Bludd draws a small pistol 
and begins to raise it. Destro suddenly realizes 
what is about to happen. 

“Wait!” he cries, leaping to his feet. “COBRA 
Commander, I came here to apologize for my 
foolish mistake. But surely, all of the years we 
have worked together, all of the services I have 
performed for you in the past, must count for- 
something!” 

COBRA Commander stares back at Destro 
coolly. “Go ahead, shoot him,” he tells Major 
Bludd. 

Major Bludd raises the pistol. He’s about to 
squeeze the trigger. ... 


“Tm sorry, Rip Cord,” you say. “It’s just too 
risky. They might blow up that cabin at any sec- 
ond. You wouldn’t be much good to the team if 
you were in the form of a powder!” 

Rip Cord grumbles to himself and returns 
to his position. The fighting gets even hotter. 
Your ammo is getting low. 

Suddenly rifle shots ring out behind you in 
the woods. You turn and recognize the silver mask 
of Destro! His men weren't defeated after all. 
They joined with COBRA to come after you. 

You don’t stand a chance now. But you keep 
firing away. 

“Wiseguy, look—they got Dr. F!” Airtight 
yells. 

You see a squad of COBRAS dragging away 
the scientist, who struggles to break free, but to 
no avail 

~All right! All right! I’m coming with you!” 
Dr. FitzSimmons screams at his captors. He walks 
ahead of them down the path with his hands 
raised high above his head. 

It seems that the battle is over. The mission 
has ended in defeat.... 


The COBRA agents ignore FitzSimmons’ 
pleas to retrieve his dog. The helicopter door 
closes behind them, and the COBRA chopper 
lifts off the ground, kicking up a swirl of dirt. 

Suddenly Airtight runs after the chopper. 
“I'm gonna hold onto the runner! I'll be waitin’ 
for ’em when they land!” 

“Airtight—you hot dog!” you scream, pull- 
ing him back. “PU work out the strategy for this 
operation—and holding onto a helicopter run- 
ner is not it!” 

“We gotta get that dog back!” Mutt yells. “I 
got a feeling that dog's real important, Wiseguy. 
Let the rest of the team chase after ‘em in the 
skycopter. We'll get the dog and then catch up.” 

You’ve got to decide what to do—fast! 
Should you forget about the dog and order all 
six of you to pursue the COBRA kidnappers? Or 
is it possible that Mutt is right? Maybe Dr. 
FitzSimmons brought the dog along for a reason. 
If so, you could let Spirit, Snake-Eyes, Blowtorch, 
and Airtight follow the kidnappers in the sky- 
copter while you and Mutt go after the dog. 


Go after the dog? Turn to page 28. 
Forget about the dog and go after the COBRA 
copter instead? Turn to page 44. 
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You grab the rifle from the COBRA Crim- 
son Guard standing beside you. You shove him 
out of the way with the rifle butt. Then you point 
the rifle at COBRA Commander. 

“Let Blowtorch and Dr. FitzSimmons go— 
or I'll blast a hole in you a foot wide!” you scream. 

COBRA Commander sees that he has no 
choice. He gestures silently to his guards to re- 
lease your two companions. 

You raise your rifle, aim at the ceiling, and 
fire three shots—a prearranged signal for the 
backup G.I. Joe Team to stay back. 

“Okay—we're going now!” you yell as Blow- 
torch grabs a rifle for himself. “Don’t anybody 
follow us!” 

“Nice work, Wiseguy,” Blowtorch says. “Just 
like in the movies!” 

You have to admit that you’re pretty proud 
of yourself for how you worked this out. You 
turn and head toward the doorway with Dr. 
FitzSimmons safely in tow. 

Unfortunately, you’ve overlooked one small 
detail... 


The wind is strong and steady. You should 

be able to glide over to the other cliff. All of you 
hurry to strap on your gliders and ready your 
weapons. You each grab several grenades as well 
as your automatic weapons. 
We'll be easy targets if we glide down right 
in front of them,” Blowtorch says. “I think we 
should hike east a ways and land behind that cliff 
near the fortress. Then we can swing around and 
take ‘em by surprise.” 

“But those wolves ain’t gonna wait for 
take a hike,” Airtight pres “They're nies 
have Dr. F for dinner before we get there—un- 
less we come down right on top of ’em!” 

You'd better decide your strategy quickly. 


Hike east and then take off? Turn 
slopes ? to page 41. 
~ _Hang-glide down to where Dr. F. is being ci 
by the wolves? Turn to page 7. ei So 
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“Bring her down in the trees, Rip Cord,” 
you decide. “We'd be completely out in the open 
on the cliff edge.” 

“All righty—going down,” he replies. 

The trees loom larger beneath you as you 


descend. The branches are so thick you can’t see | 


the forest floor. Down, down—it seems to take 
forever. Will you crash in the branches? You hold 
your breath. 

“There’s a narrow path between the trees,” | 
Rip Cord announces. He lands the skycopter — 
safely on the path. “No applause, please,” he says, | 
grinning. “Just throw money.” Í 

You both leap out of the chopper, glad to 
be on solid ground. Blowtorch, Spirit, Snake-Eyes, | 
and Airtight come running out from the cover i 
of the trees to greet you. “They got Dr. F. in the | 
fortress over there,” Blowtorch informs you. 

“I know. I put a tracer ọn him back in New 
York,” you say, fiddling with the radio device. “I _ 
also put a long-distance bug on him, but so far 
it’s been malfunctioning.” You jiggle it a few times 
and listen. “Wait a minute—I’m getting some- 
thing.” 


— 


M You can hear Dr. FitzSimmons’ voice from 

inside the COBRA fortress. And who is the other 

voice, the voice questioning Dr. FE? Yes—yes, it 
f is COBRA Commander himself! Their voices are 
coming in clearly now. This is what you hear: 


Dr. F: Pm telling you the truth. I don’t have the 
plans with me. 

COBRA Commander: I'm a busy man, Doctor. I 
don’t have time to listen to such lies! 

Dr. F: You can search me. I’m not lying. You will 
not find any plans on me. 

COBRA Commander: I'm not going to search you. 
I'm going to persuade you to tell me the truth. 
I have some hungry wolves outside, Doctor. You 
are about to make their acquaintance. I believe 
they will make you change your story....Storm 
Shadow, please accompany our guest to the place 
» honor outside our fortress. 


“They're going to torture Dr. FitzSimmons,” 
you inform your teammates. “We've got to get 
over there—fast!” 


Duke switches on the slide projector and a 
face appears on the screen. It is the face of a man 
with wavy white hair, piercing blue eyes, and a 
short-cropped white mustache. The man is 
dressed in a long white lab coat. 

“This is Dr. Newton FitzSimmons,” Duke 
says. “He is an Australian scientist. And this is 
Dr. FitzSimmons’ invention.” He clicks to the next 
slide. It shows a small red metal device. “It doesn’t 
look like much, does it? But it’s a heavy-duty 
machine.” 

“What is it exactly, Sarge?” you ask. 

“It's called the Star Raider. It’s a nuclear 
anti-missile device,” Duke answers. “It can be 
launched from any kind of space satellite. You 
better believe that the boys in the Pentagon are 
real eager to see how this little beauty works. 
That’s where we come in.” 

“We're going to—uh—borrow it from the 
scientist?” Airtight asks. 

“That’s too simple,” Duke says. “We're not 
gonna steal it. I wouldn’t need you guys for that. 
No, it seems that the Defense Department has 
invited Dr. F to Washington. He’s agreed to fly 


here and bring his plans for the Star Raider to — 


show to the big boys at the Pentagon.” 


Go on to page 21. 
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“And our job?” you ask. 

“Our job is to protect Dr. F during his visit 
to the U.S.,” Duke says. “You see, I’ve left out 
one little detail. COBRA, it seems, knows about 
the Star Raider. And COBRA also knows about 
the doctor's visit to Washington. My guess is they'll 
try something —anything—to get those plans for 
themselves!” 

You look around the table at the G.I. Joe 
Team that will be with you on this mission: Snake- 
Eyes, the silent master of the martial arts; Rip 
Cord, the paratrooper; Blowtorch, the fire ex- 
pert; Spirit, the soldier with the special skills of 
a Native American medicine man; Airtight, whose 
specialty is chemical warfare and whose hobby is 
practical jokes; and Mutt, the feisty dog handler. 
COBRA should know better than to tangle with 
this group! 

Duke presents you with two different plans 
for protecting Dr. FitzSimmons and his inven- 
tion. As Strategy Specialist for the team, you will 
have to decide which plan to put into operation. 


Turn to page 4. Read both plans carefully, Wise- 
guy. Then decide your course of action. 
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COBRA jeeps pull into view. Destro and his 
mercenaries must have lost the battle. The jeeps 
stop just a few feet in front of the land mines. 
Airtight shakes his head in disappointment. 

The crimson-and-blue-uniformed COBRAS 
leap from their vehicles and, weapons in hand, 
attack the cabin. The sound of their rifle fire 
echoes off the mountainside. 

“Great!” you cry. “They think we’re in the 
cabin! Let ’em have it from behind!” 

You open a barrage of gunfire. Blowtorch’s 
flamethrower blows up one of their jeeps. 
COBRAS drop to the ground. Their cries of sur- 
prise almost drown out the roar of the weapons. 

They spin away from the cabin and turn 
their fire on you. But you are spread out in the 
woods, not an easy target. 

Another COBRA drops, then another. 
‘Whooeee! This is fun!” Airtight yells, heaving 
a grenade that takes out another jeep. 

But now that the element of surprise is gone, 
the tide of battle begins to turn. You’re out- 
numbered by at least three to one. And COBRA 
bullets are beginning to find their targets. 


“Down, drop her down!” you yell to Rip 
Cord. é 

“How low can you go?” he replies in a low, 
low voice. 

He is only kidding around, but unfortu- 
nately his question is a smart one. : 

He drops the skycopter down, plunging the 
sling into the water. The COBRA agent hits the 
water and loses his hold. But then your chopper 
collides with a rock that juts up from the lake. 
Down you go, into the cold, dark water. i 

You're feeling pretty low yourself at this 
point. You know you'll never rescue Dr. F or the 
Star Raider plans now. You might say this ad- 
venture was a real letdown. In fact, in a moment 
you will hit rock bottom. 


THE END 
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-- But before he can pull the trigger, Major 
Bludd is interrupted by the appearance of a 
woman in the doorway. She has long black hair 
and is dressed in a dark blue costume that bears 
the crimson insignia of COBRA. 

“Baroness!” Destro cries, realizing that she 
has saved his life—for now. 

“Destro, what are you doing here?” she asks, 
puzzled. But she immediately turns her attention 
to COBRA Commander. “There is no time to 
lose!” she tells him. “There are more G.I. Joes 
on the way. A whole battalion of them. They'll 
be here in minutes!” 

“Which way are they coming from?” COBRA 
Commander asks calmly. 

“On the western trail,” the Baroness replies. 

“Fine, fine,” COBRA Commander says, 
grinning. “They will attempt to burst through 
the west entrance to these headquarters. I have 
mined that entrance with enough explosives to 
make them regret they ever came here! We have 
nothing to fear from these new soldiers. Ha ha 
ha!” 


Rip Cord slowly brings the skycopter down 
on the clear spot on the edge of the cliff. will 
the guns of the COBRA fortress blast you out of 
the sky as you land in plain view of the COBRA 
stronghold? 

No. 

You land without any weapons being fired 
at you. 

And as you land, you and your skycopter 
are blasted to smithereens! 

COBRA had mined the entire edge of the 
cliff area in case someone would try a landing as 
daring and reckless as yours.... 


THE END 
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KA-PLOW-PLOW! KA-PLOW-PLOW! 

The sounds of battle echo off the majestic 
mountains. Your ammo is running low now. The 
COBRAS are closing in. Airtight drops one, but 
a COBRA bullet catches his shoulder and he falls, 
his face twisted in pain. 

BARRRRROOOOOM! 

One of your jeeps blows up in a burst of 
blinding red and yellow flame. “Dr. Fitz- 
Simmons? Where is he? Was he under that jeep?” 
you cry in horror. 

As the COBRAS close in from both sides, 
you realize that staying in the middle of the cross- 
fire was a mistake, a deadly mistake that cost you 
the mission—and your life. 

As the guns quiet down, the birds begin to 
soar above the treetops once again. Soon peace 
will return to the purple mountains, and after 
the successful COBRAS depart, the only sound 
will be the whisper of the wind through the 
pines... 


THE END 


“Okay, Mutt. I must be outta my ever-lovin’ 
mind—but let’s go after that dog!” you yell over 
the roar of the COBRA chopper as it lifts away. 
“The rest of you guys— get going after that chop- 
per!” 

They run to the skycopter. A few seconds 
later they lift off in pursuit of the kidnapped 
scientist. You and Mutt run across the Sheep 
Meadow, asking picnickers and sunbathers if 
they’ve seen a gray terrier. No one can remember 
seeing one. 

Then suddenly you see the dog digging in 
the dirt in front of a metal fence. “Quick!” you 
cry to Mutt. “If the dog gets under that fence 
and escapes into the trees, we'll never find him.” 

“Franz, Franz!” Mutt calls gently. “Don’t 
worry, Wiseguy, I know how to talk to dogs. Franz! 
Here, Franz!” 

The dog stops its frantic digging and turns 
around. Mutt keeps talking softly as he ap- 
proaches. The dog stares back at him without 
moving. “There. I’ve got you, boy.” Mutt picks 
up the dog. The dog licks his face. 

You breathe a sigh of relief. “Okay, Mutt. 
You get a soft assignment now. Take Franz back 
to the Pit for safekeeping. I’m going after Dr. F. 
now!” 


Turn to page 50. 


You run through the open entrance, your 
machine pistols blasting. You find yourselves in 
an empty, dimly lit chamber. “Hold your fire!” 
you cry. You look around. There are several cor- 
ridors leading off in different directions. 

Without a word, the team divides up. You 
and Snake-Eyes run down the corridor in the 
middle. It twists and turns past empty rooms 
past darkened sleeping chambers, past silent 
meeting rooms and storage areas. 

Snake-Eyes stops suddenly. His famous sixth 
sense picks up the approach of an enemy long 
before you actually see them. Is COBRA here? 


Turn to page 77. 


ae a a E y 

A few miles down the trail is a low, shingled 

structure that stretches into the woods. The jeep 

pulls up to a rear entrance, and COBRAS drag 

you inside. You find yourself in a hot, windowless 

corridor. “Move!” a COBRA soldier orders, 
pushing you in the back with his rifle. 

The three of you are taken to a low- 
ceilinged room lit by a single fluorescent bulb. 
A figure steps forward to greet you—a masked 
figure. COBRA Commander! 

“Aha, Dr. FitzSimmons, I believe. Welcome 
to our humble headquarters. It’s so nice of you 
to stop by to deliver your plans. Ha ha ha!” 

Another figure steps out of the shadows be- 
hind COBRA Commander. You recognize him 
as the notorious Major Bludd. 

“Plans? I know of no plans,” Dr. F. says, his 
voice shaking. “I really must protest—” 

“Doctor, Doctor—why not save yourself a 
lot of trouble... and pain,” COBRA Commander 
says. “It will be so much easier if you cooperate.” 

“I don’t know what you mean,” Dr. F says 
bravely. 

“Too bad, too bad,” COBRA Commander 
says. “Major Bludd, why don’t you introduce the 
doctor to that little cage we have waiting for him 
over there. Perhaps that will improve his mem- 


“No, we can’t fire on the COBRA chopper,” 
you insist. “Not with Dr. FitzSimmons aboard. 
It’s just too—” 

BLAAAAAM BLAAAAAAM! 

“They're firing at us!!” Blowtorch yells. 

Rip Cord, feverishly working the controls, 
makes the skycopter dive and dodge. But the 
COBRA guns are well-aimed. 

BLAAAAAM BLAAAAM! 

“Our other copter is hit!” Mutt yells. 
“They're going down in that lake!” 

You watch as the G.I. Joes eject from the 
diving chopper just before it bursts into flames 
with an ear-shattering roar. 

BLAAAAAM BLAAAAAM! 

“They're okay,” Rip Cord reports. “Just a bit 
wet. Listen, Wiseguy, we’ve got no choice. We've 
gotta fire back at the COBRA helicopter.” 


Turn to page 68. 


Airtight carries the scientist under one arm 
as his rocketpack blasts them up into the air. You 
keep up a cover of rifle fire, and Snake-Eyes 
continues to blast away at the COBRAS with his 
machine gun. 

“Made it!” Airtight yells as he lands right in 
front of you. 

“This way, Doctor!” you yell as you hurry 
toward the skycopter. “Snake-Eyes, get over 
here!” 

Snake-Eyes activates his rocketpack and flies 
back over to your side of the cliff, bullets whiz- 
zing by his head. He ducks down low and runs 
into the skycopter. You close the hatch and lift 
off. The rocket launchers that line the COBRA 
fortress come alive. They’re throwing everything 
they've got at you now. But miraculously, both of 
your skycopters escape their fire. 


Turn to page 80. 


“Bring her up!” you yell. 

Rip Cord brings the chopper up just in time. 
You narrowly miss a tall rock that juts out into 
the lake. Blowtorch leans out of the copter and 
aims his pistol. 

PHWAAAAAAAAAANG, 

He misses. The sling twists in the wind as 
the COBRA agent continues his climb up to the 
chopper. 

PHWAAAAAAAANG. 

This time Blowtorch hits his target. The 
COBRA agent cries out and falls head-first into 
the lake. “Nice dive,” Blowtorch says. “I'd give 
him at least a 4.6.” 

“We won't have any score at all unless we 
pull Dr. F. out of the water!” you cry. “Bring her 
down again, Rip Cord.” 

Down, down your helicopter drops. You can 
see the scientist bobbing in the water, too weak 
to swim. The sling dangles right above his head 
now. Will he have the strength to pull himself 
up? 


Turn to page 58. 


You turn around to see who yelled at you. 
It’s Airtight. “Only kidding!” he says, laughing. 
“Boy, did you guys look scared!” He leaps into 
the jeep beside you. 

“Anyone ever tell you you've got a great 
sense of humor?” you ask sarcastically. 

“No, no one ever did,” Airtight says thought- 
fully. 

You start the jeep and roar away, heading 
back up toward Snake-Eyes’ cabin. A short while 
later you arrive. The cabin is now just a pile of 
smoldering ashes. 

Several Pentagon generals stand beside the 
ashes, muttering among themselves. “Dr. Fitz- 
Simmons?” one of them cries as they rush toward 
the jeep. 

“Yes,” Dr. F replies with a smile. “Here I 
am, better late than never—and I have the Star 
Raider plans.” 

“But what... what has happened here?” the 
general asks, gesturing at the destroyed cabin. 

“It’s such a nice day. We thought you might 
enjoy holding your meeting outdoors,” you say 
with a grin. 

They don’t call you Wiseguy for nothing!! 


THE END 


35 


Snake-Eyes straps on his rocketpack and 
checks his machine gun. He's ready to face the 
four wolves that circle Dr. FitzSimmons and the 
COBRAS who look on gleefully. 

“We'll cover you, Snake-Eyes,” you say. You 
and the others check your weapons. Blowtorch 
is still carrying his flamethrower. Airtight pulls 
out some sniper rifles from the skycopter, then 
disappears back into the skycopter. 

But you have no time to worry about 
Airtight. You watch as Snake-Eyes activates his 
rocketpack—and flies straight up into the air. 


Turn to page 46. 


“Backup forces would never get here in 
time—even in Skystrikers,” Rip Cord says. 

“You're right,” you agree. “We've got to fight 
it out right here in this cabin.” 

“I really must apologize for all the trouble 
I've caused,” Dr. FitzSimmons says sadly, shaking 
his head. 

“All in a day's work,” Blowtorch says, look- 
ing for a good place to set up his flamethrower. 

“I don’t mean to put down your cabin here, 
Snake-Eyes,” Mutt says, looking around the small, 
bare room. “But this isn’t exactly the safest place 
to defend ourselves. I think we ought to set up 
out in the woods. At least we can hide behind 
trees out there. A few grenades and this place’ll 
look like it was never here!” 

“We've got good cover and four walls to pro- 
tect us here,” Rip Cord says. “Out in the woods 
we're too vulnerable.” 

As Strategy Specialist, you’ve got to decide 
where to prepare for battle. 


In the cabin? Turn to page 67. 
In the woods? Turn to page 82. 
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The detail you’ve overlooked is the fact that 
Destro is standing behind you. You don’t see him 
as he pulls a pistol from his blue and red uniform 
and aims it at you! 

“It’s time to prove my loyalty to COBRA 
Commander!” he cries. 

His shots are accurate and deadly. 

Hearing the gunshots, the backup G.I. Joe 
Team outside attempts to burst in through the 
west entrance. A powerful explosion rocks the 
building as they are blasted in COBRA Com- 
mander’s trap. : 

You fall in failure. Your strategy has failed. 
Behind their masks of mystery, Destro and 
COBRA Commander smile. The terror of 
COBRA will live on. The Star Raider will soon 


be theirs. 
THE END 
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“Hold your fire!” you call out. “They've got 
Dr. E” 

You watch in silence as Dr. FitzSimmons 
walks down the trail, his hands up, followed by 
the victorious COBRAS. Suddenly he picks up 
speed. He starts running away from them. 

They yell for him to stop. They don’t shoot 
because they want him alive. They give chase... 

-..and he leads them right into the explo- 
sives you mined the trail with! 

Dr. FitzSimmons leaps out of the way as the 
chain of explosives blasts the dumbfounded 
COBRAS. You and the G.I. Joes come running, 
your rifles blazing, to clean out any survivors. 

“Hey, Doc—not a bad move!” Blowtorch 
yells to a smiling Dr. FitzSimmons when the fight- 
ing is over and the Star Raider’s plans are safe 
and sound. 

“All in a day’s work for us busy scientists,” 
Dr. FitzSimmons replies with a grin. 


THE END 
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“Blowtorch is right,” you tell the team. “That 
cliff will give us a little protection. Let’s march. 
We'll take off from that ledge over east.” 

Boy, the adrenaline is really pumping! You 
make it down to the lift-off site faster than fast! 
You get a good running start and you're air- 
borne. The wind is fierce, but you manage to 
control the craft and bring it down just where 
you want it. You watch as the rest of the team 
takes off and floats through the air like giant 
moths. 

Rip Cord lands a few feet from you, squints, 
and then cries out. “Hey, wait a minute! They've 
got some big guns over here!” 

KA-CHOWW KA-CHOWWW! 

You watch in horror as one of your men is 
blasted out of the sky. 

“Hit the dirt!” you yell as a shell explodes a 
few steps in front of you. 


“It’s an ambush! They were just waiting for 
us!” you cry. “We don’t stand a chance!” 

Your strategy was wrong. But your view of 
your present situation is right. You don’t stand a 
chance! 

Close the book quickly. Skip the gory details. 
All that matters is that this is... 


THE END 


Cord says to you, crawling behind the shrub 
you're shooting from. “I’ve just thought of some- 
thing.” 

“Airtight has already suggested pine cones,” 
you say, firing off another round. “I hope you’ve 
got something better in mind.” 

“Ive got two rocketpacks in the cabin and 
there are a few explosives left in that cabinet. If 
Airtight and I could get into the cabin and get 
that stuff, we could fly up over these COBRA 
clowns and drop a little surprise on ‘em.” 

“You'll never make it to the cabin. Too risky,” 
you say as a grenade explodes a few yards to your 
right. 

“We might make it. It’s worth a try,” Rip 
Cord says eagerly. 

You’ve got to decide what to do. You’ve got 
to make a good decision here. Airtight and Rip 
Cord are too valuable to lose. 


Tell him it’s too risky and continue fighting 
COBRA from the ground? Turn to page 13. 

Let Airtight and Rip Cord try to get to the rocket- 
packs? Turn to page 66. 
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“We're not gonna make it at this rate,” Rip 


When the smoke clears, you see a few 
wounded COBRAS fleeing down the trail. You 
look over to the tree where Dr. FitzSimmons was 
hiding. He smiles back at you, a trembling, ques- 
tioning smile. You give him the “okay” sign. 

“Man, that's the only way to fly!” Rip Cord 
says. 

“Where'd everyone go?” Airtight asks with 
a grin. 

“Looks like we've chased ‘em off,” you say. 
“And look over there, Snake-Eyes. Your cabin is 
still standing!” 

You don’t have much time to celebrate your 
victory. An army helicopter hovers overhead. A 
few seconds later it lands in the clearing in front 
of the cabin, and the Pentagon generals climb 
out. 

You introduce the generals to Dr. Fitz- 
Simmons. “Well, Doctor, its a pleasure to see 
everything running like clockwork for a change,” 
one of the generals beams. 

“Yes. Like clockwork,” Dr. FitzSimmons says. 
He gives you a grin and a salute and follows the 
generals into the cabin. 


THE END 


Rip Cord brings his skycopter down next to 
the other chopper. “Taxi, anyone?” he yells over 
the deafening whir of the blades. “Anyone head- 
ing uptown?” 

“Its too bad about the dog, but we've got 
more important work. Let's go get em!” you yell. 
You, Mutt, and Blowtorch pile into Rip Cord’s 
chopper. The rest of the Team leaps into the other 
chopper. Picnickers and sunbathers in the usu- 
ally peaceful Sheep Meadow look up in amaze- 
ment as your two choppers lift off the ground. 

“They're headin’ north,” Rip Cord says. 

“Stay close—but not too close,” you tell him. 

“That poor dog must be terrified all by him- 
self in the big city,” Mutt says sadly. 

“Maybe someone’ll adopt him,” you say. 
“You've gotta agree that saving Dr. FitzSimmons 
is more important.” 

“No, I don’t,” Mutt insists. 


Go on to page 45. 


You keep following the COBRA copter 
north. “We’re heading right to Lake Ontario,” 
Rip Cord says. “We don’t have enough fuel to go 
much farther. And we don't want to wind up 
crash-landing in the lake. Maybe we oughta in- 
tercept them now!” 

“Too risky,” you say. “We might blast Dr. F” 

“They might get away if we don’t do some- 
thing,” Rip Cord insists. 


Try to stop the COBRA copter now? Turn to 
page 65. 

Keep following it to its destination? Turn to 
page 32. 
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“Begin firing!” you yell. You’ve got to start 
shooting at the COBRAS to protect Snake-Eyes 
as he flies over to the other cliff. 

“Wait!” Airtight yells, running out with a 
rocketpack strapped to his back. “I ain’t afraid 
of those big doggies! I’m goin’ too!” 

He activates his rocketpack and flies up into 
the air. “You crazy fool!” Blowtorch screams. “You 
almost got caught in our fire!” 

But Airtight cannot hear him. He's right be- 
hind Snake-Eyes now. They both land on the 
other side. You continue firing to protect them. 

One COBRA soldier screams in pain as your 
machine-gun fire finds its target. Another drops 
to the ground. Storm Shadow has disappeared 
inside the fortress and the other COBRAS are 
beating a hasty retreat after him. Airtight gets 
off a few shots, but they escape. 

The wolves howl, frightened by the weapon 
fire. Snake-Eyes walks right up to them, and they 
snarl menacingly at him. They prepare to attack... 


Turn to page 84. 


“The limo seems to have slipped away from 
you guys, but I’m still tracking it!” It’s the voice 
of Rip Cord coming through your helmet radio 
from the skycopter above. “They're headin’ up 
Madison Avenue at about Fiftieth Street, and they 
are movin’! You guys better get the lead out! Over.” 

You signal your fellow team members and 
throw your cycle into overdrive. Cars and taxis 
squeal out of your way as you blast your way up 
the avenue at full throttle. Soon, the limo comes 
into view a couple of blocks up ahead. You pull 
out your auto-pistol. 

But there are too many people around and 
too many cars in the way to shoot at the escaping 
limo. And you certainly don’t want to take the 
chance of hitting Dr. FitzSimmons. 

“They're headin’ into Central Park now. Nice 
day for a picnic,” Rip Cord reports. 

“It won’t be a picnic for them when we get 
there!” you scream into the radio. 

What do they plan to do to Dr. FitzSimmons 
in Central Park? Will you get there in time? 


Go on to page 49. 


You race up the park drive after the speed- 
ing limo. Joggers leap out of the way. The limo 
smashes through a wooden grandstand set up 
for a bike race and keeps right on going. It pulls 
right onto the Sheep Meadow, the large grassy 
area in the center of the park. 

“Look—over there!” Spirit yells. “A COBRA 
helicopter!” 

The limo screeches to a sudden stop. The 
back door is shoved open. The mayor, carrying 
a pistol, forces Dr. F. out of the car. The “mayor” 
is obviously an imposter, a COBRA agent in a 
very convincing disguise. The real mayor must 
be in COBRA'’s clutches right now! 

Your companions leap off their turbo-cycles 
and raise their weapons. “Hold your fire!” you 
scream. “You might hit Dr. E!” 

You hear a loud roar overhead. An army 
skycopter is landing right next to you. “I took 
the liberty of orderin’ up some transportation for 
you guys,” you hear Rip Cord say through the 
radio in your helmet. “It could be time for a chase 
scene.” 

Rip Cord may be right. You watch as the 
limo driver and the fake mayor shove Dr. F into 
the COBRA helicopter. Suddenly the scientist's 
dog leaps out of Dr. F’s arms and scampers away. 

“Franz! Franz!” Dr. F cries. 


Turn to page 14. 


People scramble out of the way as Rip Cord 
brings his skycopter down in the middle of the 
Sheep Meadow. “Need a lift, soldier?” he yells. 

You climb into the chopper. “Let's get going,” 
you tell him. “The COBRA agents have a head 
start, but we'll catch up to them.” You pull a small 
radio device from your pocket. “I put a trans- 
mitter and microphone on Dr. F before he 
climbed into the limo. Let’s see what we can pick 
up.” You activate the device and wait a few sec- 
onds. “The tracer is working. They're heading 
north,” you say. “But the mike isn’t picking up 
anything. Maybe they're too far away.” 

Rip Cord guides the skycopter directly north, 
After a while you're flying over thick forests near 
the New York—Vermont border. “Hey—look 
down there. That’s some hotel!” Rip Cord yells. 

You look down to see two sheer rock cliffs 
divided by a wide blue river. Standing on one 
cliff is a tall fortress of stone and steel. Trees 
grow almost to the edge of the other. 

You look at the readout from the tracking 
device. “COBRA’s got the doctor in that fortress,” 
you say. “I knew COBRA had a hidden fortress 
up here. That place is not going to be easy to 
crack!” 


Go on to page 51. 


“Where do you want to land, Wiseguy? We 
can’t float around up here all day. We're likely to 
get blasted,” Rip Cord says, his eyes on the gray 
fortress below. 

You've got an important decision to make. 

Should you land on the side of the cliff the 
fortress is on? Or should you land across the river 
on the side with the trees? Landing on the for- 
tress side would be easier than landing in the 
trees. But on the other hand, the trees will give 
you cover in case COBRA is expecting you. 


Land on the fortress side? Turn to page 75. 
Land on the forest side? Turn to page 6. 
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“Airtight is right. He isn’t just being reckless 
this time!” you yell. “We're sitting ducks here in 
the middle of the road.” 

“Let’s clean out the woods!” Airtight yells, 
jumping up and running into the woods, his 
M-16 blazing. 

“Crazy fool!” Blowtorch yells—but he’s right 
behind Airtight, his deadly flamethrower spitting 
in all directions. The rest of the Joe Team follows 
them into the trees, attacking with rifles and gre- 
nades. 

AK-AK-AK-AK-AK! 

The COBRAS don’t retreat a step. They 
know they have you outnumbered. WHOOO- 
OOOOSH! The underbrush in front of you bursts 
into flame as Blowtorch goes to work. “That 
should push ’em back a bit!” he cries. 

But there are too many of them. You soon 
see that you cannot win this battle. You look 
around. Where can you retreat? 

Then, suddenly, you hear guns blasting from 
behind the COBRAS! Someone else has entered 
the battle! 


Go on to page 53. 


The COBRAS spin around and begin firing 
in the other direction. Now they are’ being at- 
tacked from both sides. 

You peer through the trees as you advance 
against the COBRAS to see who the new com- 
batants are. “Destro!” you cry. Is Destro really 
going up against COBRA?? He usually works 
with them! 

Yes, it’s Destro, the notorious weapons sup- 
plier, and a band of mercenaries. “Of course. It 
makes sense,” you tell yourself. “Destro would 
love to get hold of the plans for the Star Raider. 
Then he could sell them to the highest bidder.” 

You decide to use this opportunity to get Dr. 
FitzSimmons to safety. “Let ’em battle it out!” you 
call to the Joe Team. “Lets get Dr. F. up to the 
cabin!” 

As the COBRAS and Destro’s soldiers trade 
fire, you and the others make your way up the 
trail. Dr. F is shaken but unharmed. 

Snake-Eyes unlocks the door to the small 
cabin and locks it behind you once everyone is 
inside. But it isn’t much of a fortress, you realize. 
And whoever wins the fight in the woods will 
soon be coming after Dr. F. 

Should you radio the Pit for backup help? 
The backup might not reach you in time. Or 
should you prepare the cabin for an all-out battle? 


Prepare the cabin? Turn to page 37. 
Radio for help? Turn to page 8. 
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“Nice weather for Parade Day,” you say as 
you and the G.I. Joe Team roar onto the runway 
at Kennedy Airport on your turbo-cycles. “Hey, 
Blowtorch—what in blazes are you doing with 
that flamethrower? We were issued automatic 
pistols for this gig!” 

“Sue me—I’m an old-fashioned kinda guy,” 
Blowtorch replies. 

You hear a roar above you. It’s Rip Cord, 
hovering over the runway in an unmarked 
skycopter. 

“Here comes Dr. F,” you say. You see a white- 
haired man walking down the steps carrying a 
small gray dog. You hop off your turbo-cycle and 
run over to the scientist. “This way, Doctor. We 
have a car waiting to take you to the parade in 
the city.” 

Dr. FitzSimmons smiles. He has been briefed 
on the plan. “This is Franz,” he says, holding the 
dog up to you. “I never go anywhere without 
Franz.” 

A few minutes later your motorcade—Dr. 
F. and Franz in the back of a stretch limo sur- 
rounded on all sides by G.I. Joes on turbo-cycles— 
speeds down the Grand Central Parkway toward 
Manhattan. 

“Hey—wait a minute!” you say to yourself. 
“What are those men doing on that overpass up 
ahead?” 


Go on to page 55. 


You see a group of men carrying some sort 
of equipment on an overpass above the parkway. 
Are those high-powered rifles they have up there? 

You have only seconds to act. 

Should you put your turbo-cycle into over- 
drive and roar up to the overpass to see what 
these men are up to? Or should you signal Rip 
Cord in the skycopter above to investigate? 


Ride up yourself? Turn to page 72. 
Signal Rip Cord to investigate? Turn to page 11. 
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As you watch, Major Bludd drags Dr. 
FitzSimmons over to a small cage in the corner 
of the room. The bars of the cage have pointed 
spikes which jut into it. 

“This cage can become quite uncomforta- 
ble, Doctor,” COBRA Commander says, “espe- 
cially when we tighten the sides. Wouldn’t you 
prefer to avoid this unpleasantness? Just give me 
the plans for the Star Raider.” 

“J—I have nothing to say,” Dr. F. says, stone- 
faced. 

Just then you break away from your guard, 
but he grabs you again. Two COBRAS rush over 
to help keep you in place. 

Major Bludd gives Dr. FitzSimmons a shove 
toward the cage. “Get in—now!” he says, shoving 
him again. 

Suddenly there is a commotion at the door- 
way. Everyone looks up... and Destro pushes his 
way past the guards and strides up to COBRA 
Commander. 


Go on to page 57. 


“COBRA Commander, I have come to apol- 
ogize,” Destro says humbly, lowering his head. 
“There was a dreadful error on my part—a fool- 
ish misunderstanding which caused my men to 
battle COBRA troops. I have come to throw my- 
self on your mercy.” He drops to his knees. 

“It is good you have come, Destro,” says 
COBRA Commander as he walks past you and 
over to Major Bludd. “I understand that my sol- 
diers wiped out your small band of hired 


” 


guns. 
“It was a terrible, terrible misunderstanding. 


I know that you will forgive me,” Destro says, 
still on his knees. 

COBRA Commander whispers something 
to Major Bludd. From where you are standing, 
you can hear his whispered words clearly: “Walk 
over there and kill Destro.” 

Now you've got a decision to make. Should 
you call out and warn Destro? Or should you 
keep out of it? 


Warn Destro? Turn to page 73. 
Keep out of it? Turn to page 12. 
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Slowly, painfully, Dr. FitzSimmons pulls 
himself up as the skycopter hovers low over the 
waters of the lake. Gasping for breath, he holds 
up his arms, and you pull him into the chopper. 

“Sorry about that little detour,” you say to 
Dr. FitzSimmons. “We'll get you some dry clothes 
and fly you to Washington. I'll bet you’d like to 
get this meeting over with and return home.” 

Dr. FitzSimmons looks around the chopper. 
“Do you have my dog? Do you have my Franz?” 

“T’m sorry, Doctor,” you say. “We had to res- 
cue you instead of your dog.” 

Dr. FitzSimmons shakes his head sadly. 
“Then there will be no meeting,” he says quietly. 
“No meeting. No dog, no meeting.” 

“Now listen, Doctor, if you are angry at us 
because—” 

“Tm not angry,” Dr. F. protests. “You don’t 
understand. There can be no meeting because I 
no longer have the plans. Franz has them. I hid 
them in his collar. Now Franz is gone.” 

Franz is gone. The plans are gone. Your 
hopes of completing this mission are gone. Well 
...it shouldn’t be too hard to find a small gray 
terrier in New York City—should it?? You'd bet- 
ter start looking. Otherwise, this adventure has 
come to an unsuccessful... 


END 
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COBRA Commander forgets about Destro 
for the moment and turns his attention back to 
Dr. FitzSimmons. “Get him into that cage, Bludd. 
I am tired of waiting for him to start talking!” 

Major Bludd rushes over to force the strug- 
gling Dr. FitzSimmons into the torture cage. You 
realize that you've got to find a way to warn the 
approaching backup team. If they try to get 
through the entrance to the COBRA head- 
quarters, they'll be blown to bits. 

Everyone's attention is on Dr. FitzSimmons. 
This is your chance. But what do you do? 


Do you make a run for the west corridor and hope 
to get to the door before the backup team does? Turn 
to page 79. 

Do you attempt to grab the rifle from the COBRA 
guard standing next to you? Turn to page 16. 
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With a powerful swipe of his open hand, 
Storm Shadow knocks the weapon from Snake- 
Eyes’ grip. Snake-Eyes spins around to face his 
foe and takes a vicious chop in the stomach. He 
reels backward, gasping for breath. 

Storm Shadow moves forward and kicks 
Snake-Eyes in the ribs. Another kick. Another 
open-handed chop. Snake-Eyes struggles to re- 
cover. Storm Shadow moves him back, back 
toward the cliff edge. 

You raise your weapon. But you cannot 
shoot. You might hit your fellow G.I. Joe. “Come 
on—get him, Snake-Eyes!” you yell. Snake-Eyes 
is master of twelve different martial arts. But 
Storm Shadow may be his equal. Today it’s Storm 
Shadow who seems to have the upper hand— 
and foot! 

Back, back toward the cliff edge. Snake-Eyes 
executes a double kick that causes Storm Shadow 
to cry out in pain. But the COBRA Ninja doesn’t 
back up a step. 

Another chop to the neck sends Snake-Eyes 
sprawling. Another kick. Both men suddenly 
topple over the edge of the cliff... 


You look up into the purple and white Sierra 
Mountains. A large, graceful bird floats lazily 
above tall pine trees. The air is brisk and refresh- 
ing. 

“It’s beautiful,” Spirit says quietly. “But even 
scenery as beautiful as this can hide many dan- 
gers.” 

“What Spirit is tryin’ to say is that this ain’t 
no sightseeing tour. Let’s get going!” Blowtorch 
yells. 

So far the mission has gone well. Dr. 
FitzSimmons and his secret plans arrived at the 
airport right on time. From there, you and the 
Joe Team ushered him into an unmarked jet and 
flew west. Now your convoy of jeeps is about to 
begin the climb up the steep and narrow trail 
that winds toward Snake-Eyes’ cabin in the 
mountains. 

You are armed with M-16 rifles, and Blow- 
torch has his trusty flamethrower in tow. But there 
are no signs of danger. The only sounds you hear 
as you give the signal to move up the trail are 
the whispers of the wind and the soft chirping 
of birds. 

Will your trip to the secluded cabin stay as 
peaceful? 


Go on to page 63. 


Your jeeps climb the trail slowly but surely. 
Low scrub gives way to tall pine trees, and the 
twisting trail grows dark beneath them. 

“What're we gonna do up in that cabin while 
we're waitin’ for the generals to come?” Airtight 
asks. “All this nature stuff up here makes me 
nervous. Anyone bring a deck of cards?” 

“Wait!” you hiss, gesturing for Airtight to 
be quiet. Ahead, you see a large boulder in the 
middle of the trail. 

“That boulder didn’t fall there,” Spirit says, 
raising his rifle. “It was put there—maybe to stop 
us!” 

Suddenly gunfire flares from the trees on 
both sides of the trail. Spirit was right. 

It’s an ambush! 


Turn to page 87. 


“Hey—look out!” Rip Cord yells suddenly, 
pulling your chopper up. “They’ve got rocket 
launchers! A whole wall of them!” 

KA-PLOWWWWW/! KA-PLOWWWWW! 

Rip Cord tries to maneuver your chopper 
away, but you are too near the fortress. The rocket 
launchers are locked on target. You cannot es- 
cape the deadly rocket fire. 

Your luck has run out. COBRA has blasted 
you out of the sky. Will they soon have Dr. 
FitzSimmons’ plans to make their victory com- 
plete? 

You'll never know.... 


THE END 


“Okay,” you say reluctantly. “This is dan- 
gerous, but we have little choice. Let’s try to get 
them to make an emergency landing. Blowtorch, 
man the guns. Aim high. Hit the blades. Don’t 
knock ‘em down—just make bailing out seem 
like a real good idea!” 

“No—I want the honor!” Mutt yells, push- 
ing Blowtorch out of the way. “This is for that 
dog!” He grabs the gun controls. He aims. 

“Aim high! High!” you remind him. “Just 
hit the blades!” 

“I know, I know,” Mutt says, concentrating. 
... He shoots! 

He misses. 

He shoots again. The COBRA chopper tries 
to avoid the fire—by climbing higher in the sky! 

You watch in horror as Mutt’s shot hits the 
cabin of the ascending chopper. The COBRA 
aircraft explodes in a burst of red flame. 

The man you were assigned to protect has 
been blown to bits, and your career with the G.I. 
Joe Team has been destroyed along with him. 
Sadly, this adventure has come to an explosive 
but tragic... 


END 
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“Okay, go to it,” you say grimly. “Have a 
good flight.” 

Airtight signals to Rip Cord and the two of 
them begin making their way through the low 
shrubs to the cabin, dodging machine-gun bullets 
and rifle fire. 

A few seconds later they run out of the cover 
of the woods and into the small clearing in front 
of the cabin. Four COBRAS run out to meet 
them. Rip Cord blasts one with his rifle, knocks 
another in the stomach with the rifle butt. 

A cloud of smoke from a brush fire started 
by the flamethrower rises in front of you, and 
you can’t see what happens next. Two COBRAS 
attack you, leaping over the bush that provided 
your cover. You fight them off, taking a punch 
in the ribs before finishing them. 

You roll away from the two COBRAS and 
look toward the cabin. Did Rip Cord and Airtight 
make it inside? You can’t see them.... 


Turn to page 70. 


“We'll stay in the cabin,” you tell them. “We 
don’t want to offend Snake-Eyes after he’s of- 
fered us such hospitality, do we?” 

Blowtorch sets down his flamethrower by 
the window facing the trail. The rest of you man 
machine guns—and wait. 

You don’t wait for long. You hear the roar 
of jeeps climbing up the steep trail. Then you 
see the crimson and blue uniforms of COBRA 
soldiers. The COBRAS have defeated Destro and 
his mercenaries. 

Everyone tenses now, ready to begin the 
fight. “Give a signal, Wiseguy,” Blowtorch yells. 
“We'll blast °em off the mountain!” 

But you never get a chance to give that sig- 
nal. 

COBRA grenade throwers go to work be- 
fore their jeeps pull to a halt. Snake-Eyes’ cabin 
explodes in a burst of white flame. 

The adventure ends in this blazing inferno. 
It is not a complete victory for COBRA, for now 
they will never know the plans for the Star Raider. 
But it is a triumph just the same. 


THE END 
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You know it’s risky, but Rip Cord is right. 
You have no choice. “Man the guns, Blowtorch. 
Aim high. Hit the blades. Let them bail out and 
land in the water. Can you do it?” 

Blowtorch grunts yes. He’s got the COBRA 
copter in his sights. He’s locked the guns into the 
blades. “Hold it... hold it... NOW!” he screams. 
He fires. 

“A hit!” Rip Cord yells. “They’re spinning 
like a top!” 

You watch as the COBRA copter spins in 
the air and then begins to plunge toward the 
water. One man leaps out. Then another. Then 
the third. All three drop into the water below. 
The chopper hits the water after them and sinks. 

“Drop the sling, Rip Cord. Bring her down!” 
you yell. You are relieved that the COBRA copter 
didn’t blow up. But now you've got to pull Dr. 
FitzSimmons from the water. 

Lower, lower. “There he is!” you cry, spot- 
ting his white hair. “He's a pretty good swimmer!” 

The sling from your skycopter is right over 
the water now. “Justa little lower, Rip Cord,” you 
yell. Rip Cord brings the craft down. “Now!” you 
cry. “Come on—grab it, Dr. F! Hey—we’ve got 
him!” 

Or do you? 


Turn to page 3. 


COBRAS drop to the floor. They are no 
match for the attacking Joe Team. You grab Dr. 
FitzSimmons and pull him out the door. You turn 
and see COBRA Commander and Major Bludd 
escape through a hidden panel in the wall. 

“They're getting away!” Dr. F. cries. 

“We can’t worry about them now,” you tell 
him. “Let’s just get out of here.” 

The battle continues to rage as you climb 
into a COBRA jeep. You struggle to start the 
engine. 

“Get away from that jeep!” someone yells. 


Turn to page 35. 


“Hey—those are the biggest robins I ever 
saw!” Blowtorch yells. 

You look up from the ground to see Rip 
Cord and Airtight high in the air in their orange 
rocketpacks. They made it! 

BARRROOOOOOM! BARRRROOOOOM! 

They drop the deadly explosives before the 
COBRAS below can react. Then they fly higher 
to escape the COBRA bullets that fill the sky. 

BARROOOOOM! BARRRRROOOOOM! 

Smoke fills the woods. You begin to choke. 
You cannot see. The COBRA guns are silent now. 
Will Airtight and Rip Cord make it back? 

Yes! You hear the soft hiss of their rocket- 
packs as your two courageous friends land. 

Now the mountain is silent. 


Turn to page 43. 


You decide to investigate the men on the 
overpass yourself. You shift into overdrive and 
the turbo-cycle pulls away from the motorcade 
with blinding speed. If those are COBRA agents 
with rifles up there, your only hope is to mow 
them down. 

You're going up the ramp now, still picking 
up speed. You lean forward and prepare for the 
collision. There they are! Too late to stop now! 

KA-BLAAAAAAAAAM! 

You crash right into a group of road engi- 
neers and their surveying equipment. 

You hear them crying out angrily as you 
squeal to a halt several yards away. Their equip- 
ment is crushed and scattered all over the over- 
pass. “No time to apologize,” you tell yourself. 
“I've gotta get back to the motorcade.” 

But what’s that siren behind you? It’s the 
state police, pulling up beside you with their guns 
drawn. You're going to have some explaining to 
do now, Wiseguy. 

And by the time you're finished, the parade 
will be long over. Did Dr. F. make it to Washington 
okay? You'll have to hear it from the guys later. 
For you, this adventure has come crashing to a 
high-speed... 


END 
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“Destro—he’s going to kill you!” you yell. 

Destro leaps to his feet. He pulls out a small 
pistol concealed in his uniform. He fires it at 
Major Bludd. He misses. He turns and runs out 
the door. 

“After him! After him, you fools!” COBRA 
Commander screams. COBRAS chase after the 
fleeing Destro. 

You break away from your guard, who is 
distracted by Destro’s escape. A punch in the 
stomach drops him to the floor. You race over to 
Dr. FitzSimmons. “Let’s get outta here!” you 
scream. 

Blowtorch is free now too. The three of you 
run to the door that Destro just escaped through. 

“Wait!” COBRA Commander yells. He pulls 
out a Magnum .45. “Don’t take another step. I 
can’t miss at this range!” 


Turn to page 9. 


“Airtight—that’s an order!” you scream. 
“Get Dr. F and get outta there!” 

A unit of COBRA soldiers comes running 
out of the fortress, their rifles blazing. Airtight 
spins and fires back at them as Snake-Eyes strug- 
gles to untie Dr. FitzSimmons. 

Then Airtight reaches into his pocket and 
pulls out a small object. He lights it with a match, 
then he throws it on the ground. It shoots sparks 
in all directions. It’s a firecracker, a cherry bomb, 
in fact. The sparks spook the wolves. They spring 
forward and leap at the COBRA soldiers, who 
cry out in surprise. As the COBRAS fight off 
their own wolves, Snake-Eyes pulls Dr. Fitz- 
Simmons away from the pole. 

“Up, up, and away,” Airtight says quietly as 
he grabs the scientist. Then he pushes the button 
to activate his rocketpack. 

Can he carry the scientist back to safety? 


Turn to page 33. 


“Where's our other skycopter?” you ask. 
“We'd better find out where the others landed 
before we decide where to come down.” 

Rip Cord tries to raise them on the radio. 
But there is no reply, no signal at all. “Looks like 
we're on our own, Wiseguy,” Rip Cord says 
quietly. 

“Well... I feel lucky today, Rip Cord. Bring 
her down as near to the fortress as you can. We're 
goin’ in with our machine guns blasting!” 

“Okay. Maybe we'll take ‘em by surprise,” 
Rip Cord says, guiding the chopper down. 
“They're probably not accustomed to anyone 
being that stupid—I mean brave.” 

The gray steel fortress shines in the sunlight 
as your skycopter lowers in the afternoon sky. 
Will you land safely? 


Turn to page 64. 


“My dog! Where is my dog?” Dr. F. cries out 
suddenly. 

“Doctor,” you say as you help pull Snake- 
Eyes up, “you must be really attached to that dog 
to ask about him at a time like this!” 

“It’s not that...” Dr. F says nervously. “It’s 
the plans. The plans to the Star Raider. I hid 
them on the dog. Without that mutt....” 

“The dog is safe and sound at the Pit,” you 
tell him. “Hey—you mean we had the plans the 
whole time?” 

“Yes, you did,” Dr. F says, smiling sheep- 
ishly. “The rest of this adventure, I must admit, 
really was unnecessary. I must apologize for put- 
ting you to all this trouble.” 

You glance at Snake-Eyes, who shrugs, then 
turn back to the doctor. “Don’t apologize,” you 
tell him. “Trouble is why we joined the G.I. Joe 
Team. If you didn’t bring us trouble, we'd have 
to go out and hunt for it!” 

For now, however, you're happy to put this 
trouble behind you and head back to the Pit— 
mission accomplished! 


THE END 
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Yes! COBRAS are running up ahead of you, 
running toward the back entrance to the fortress. 
They turn and fire their rifles at you, the bullets 
ricocheting off the stone walls of the tunnel. You 
keep running. You run out of the fortress into 
bright daylight. 

“An airstrip!” you cry. The COBRAS are 
retreating toward small jets. They have failed to 
get Dr. FitzSimmons’ plans. There is no reason 
for them to stay. 

“There is COBRA Commander!” you yell. 
“He’s almost to his jet.” Snake-Eyes raises his 
weapon, aims, and— 

“Drop your weapons!” a voice calls right be- 
hind you. 

You spin around and look into the masked 
face of Storm Shadow, COBRA Ninja. 


Turn to page 61. 


Without making a sound, you inch your way 
to the door to the west. Closer, closer.. 

“Hey!” one of the COBRA Crimson Guards 
yells. 

With a burst of speed, you lunge toward the 
doorway. Shots ring out. You duck under them. 

Then Major Bludd sticks out his boot as you 
try to run past him. You fall to the floor. Bludd 
makes a grab for you. You twist out of his grasp, 
leap to your feet, and grab him from behind. 
You snatch Bludd’s pistol and hold it up to his 
head. 

“Release Blowtorch and Dr. FitzSimmons!” 
you yell to COBRA Commander. “Or I'll shoot 
Major Bludd.” 

Through his dark mask, COBRA Com- 
mander stares back at you in silence. “Go ahead 
and shoot him,” he says finally. “The plans to the 
Star Raider mean more to me than a man’s life.” 

Suddenly the room trembles. You hear the 
roar of an explosion from the west corridor. You 
are too late to warn the backup team. 

Fury wells up inside you. So many good lives 
lost—for what? Using strength you didn’t know 
you had, you shove Major Bludd into COBRA 
Commander. 


Turn to page 88. 


“Mission accomplished,” Rip Cord calls from 
his pilot’s seat. 

“Tm not so sure,” Dr. FitzSimmons says, still 
shaken from his narrow escape. “My dog! Where 
is my dog?” 

“Safe and sound at G.I. Joe headquarters,” 
you tell him. 

“Whew!” Dr. F smiles. “I hid the plans for 
the Star Raider on Franz. Rescuing Franz was a 
lot more important than rescuing me. You are 
either very smart or very lucky.” 

“We're a little of both,” you say. 

“As I said, mission accomplished!” Rip Cord 
repeats. And now everybody smiles! 


THE END 
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You stand frozen, waiting to see if one of 
the combatants will pull himself back up. COBRA 
Commander's jet takes off along with the other 
COBRA jets, but your eyes are on the cliff edge. 

The other G.I. Joes come running out of 
the fortress, their guns ready. Dr. FitzSimmons, 
looking none the worse for wear, is with them. 

Finally you see two hands at the cliff edge. 
You rush to the edge to see who is pulling him- 
self up. It is Snake-Eyes! He’s as silent and 
expressionless as ever. 


“We'll be safer in the woods,” you decide. 
“At least it'll be harder for them to surround us 
out there.” 

“I’m gonna climb a tree and drop pine cones 
on their heads,” Airtight announces. 

“Perhaps we should stick with our sniper 
rifles and the flamethrower,” you suggest. 

“We ain’t exactly roughing it here,” Rip Cord 
says, smiling. He opens a cabinet and pulls out 
some explosive devices. “We can set up a few 
mines out by the path. That might shake ’em up 
a bit.” 

You begin to set up for battle, using the tall 
pines and low shrubs as cover. Blowtorch sets up 
his flamethrower. You ready your grenades. 
Airtight and Spirit set up the land mines a few 
hundred yards down the trail. Dr. FitzSimmons 
watches everything from his hiding place behind 
a thick evergreen tree. 

“Hey—we got company!” Spirit yells as he 
and Airtight come running back to the cover of 
the trees. 


Turn to page 23. 


Dr. FitzSimmons stands frozen as the flames 
grow closer. You grab him by the arm and pull 
him from the cabin just as it collapses to the 
ground with a deafening crash. 

Automatic rifle fire surrounds you. You duck 
down low and follow Blowtorch into the trees. 
You can’t see where you’re running because of 
the smoke. You’re both coughing and choking 
now. 

“Grab them!” a loud voice cries. 

You spin around, prepared to fight. But you 
are too late. You have been captured by COBRA 
soldiers. Blowtorch puts up a struggle, but he is 
zapped on the head with a rifle butt, and he 
struggles no longer. 

The COBRAS drag you, Dr. F, and 
Blowtorch to a jeep. As the Joe Team continues 
to fight off the COBRAS in the woods, the jeep 
roars off down the trail. 

Where are they taking you? 


Turn to page 30. 


Snake-Eyes moves quietly toward the wolves. 
You see him gesture slowly. They stop snarling. 
They stare at him in silence as he continues to 
approach. His movements are as graceful as a 
dancer's, and to your amazement the wolves be- 
gin to back away from Dr. FitzSimmons. 

“I’m goin’ in after COBRA Commander!” 
Airtight yells. 

“No! Wait!” you scream. “We're out- 
numbered. COBRA Commander will have to wait 
until another time. Grab Dr. F. and get back over 
here!” 

“Is that an order or what?” Airtight yells 
back. 

Should you let Airtight go in after COBRA 
Commander? Or stop him and have him help 
Snake-Eyes rescue Dr. FitzSimmons? 

You'd better decide quickly. COBRA rein- 
forcements are on their way out of the fortress! 


Let Airtight go in? Turn to page 10. 
Stop him? Turn to page 74. 
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You hear a loud squeal of tires. The mayor’s 
limo suddenly swerves to the right. 

“Look out! That car is going right into the 
crowd!” someone screams. People frantically leap 
out of the way. 

The limo roars into the shrieking, horrified 
crowd. It crashes through a police barrier—and 
keeps going down a side street. 

“They're kidnapping Dr. FitzSimmons!” you 
scream to the others. You realize that the limo 
driver must be a COBRA agent. “Let's go get 
’em!” you yell. 

But you have to go slowly to get through 
the crowd of shocked onlookers. Several injured 
people are lying in the street and people are trying 
to help them. It takes forever to get your cycles 
through the tangle of people—and when you 
finally do, the limo is out of sight! 


Turn to page 48. 


Using the trees as cover, you make your way 
as close to the cliff edge as you can get without 
being seen. You watch as Storm Shadow, COBRA 
Commander's notorious Ninja bodyguard, drags 
Dr. F to the edge of the opposite cliff and ties 
him to a pole. Then four snarling wolves are 
brought out on chain leashes. The wolves begin 
to circle Dr. FitzSimmons. 

How will you rescue him? You think of two 
strategies: 

1. Snake-Eyes, who has his own pet wolf, 
seems to have a rapport with wolves. Perhaps he 
can use a rocketpack to fly over to the other cliff 
and quiet the wolves. The rest of you can cover 
him and attack the fortress. Then Snake-Eyes, 
with his Ninja training, can deal with Storm 
Shadow—if he has to. 

2. Go back up in the skycopters and put on 
the hang gliders that are stored there. Then hang- 
glide down on the COBRAS holding Dr. F, blast- 
ing away with every weapon you have. 


Do you choose Strategy 1? Turn to page 36. 
Do you choose Strategy 2? Turn to page 17. 
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You leap out of the jeeps and hit the dirt. 
Mutt pulls Dr. FitzSimmons out of the gunfire. 
“Get down, Doc!” he cries. “We got us a little 
action here!” 

KA-PLOW-PLOW! KA-PLOW-PLOW! 

The quiet mountain air is filled with auto- 
matic weapon fire. You can see your foes ad- 
vancing through the thick pine trees, firing their 
weapons. COBRA soldiers! They've got you out- 
numbered by at least five to one. 

“We gotta clear out one side so we can get 
into the woods!” Airtight yells, blasting into the 
trees with an M-16. 

“There are too many of ’em! We're safer 
here by the jeeps!” Rip Cord yells, heaving a 
grenade at a group of COBRAS. 

As Strategy Specialist, you have to choose 
which is the better plan. 


Stay by the jeeps? Turn to page 27. 
Try to get into the woods? Turn to page 52. 
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Major Bludd and COBRA Commander top- 
ple over backward. Blowtorch breaks free and 
grabs Dr. FitzSimmons. “Stop them! They're get- 
ting away!” the Baroness cries to Destro. 

But Destro is not exactly feeling on friendly 
terms with COBRA Commander. He stands and 
watches as the three of you escape. You run 
through the low corridors of the headquarters 
and soon reach daylight. 

COBRA Crimson Guards are right behind. 
They run out of the building... 

...and are blasted by the backup G.I. Joe 
Team. 

“Hey,” you call to Roadblock, after making 
sure Dr. FitzSimmons is safe and on his way to 
his meeting with the generals, “the explosion! I 
thought you guys were—" 

“We sent an empty jeep into the entrance 
first!” Roadblock explains. “We thought COBRA 
might have set a little trap for us. You okay, 
Wiseguy?” 

“Yeah...just fine,” you say. “I always feel 
just fine when I can say my favorite two words— 
‘mission accomplished’!” 


THE END 
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